
FLAMETHROWER

EQUIPMENT STATISTICS
TL Type Length Vol Wt Price

¡ 5 Flamethrower-5 0.6 m 20 l 20 kg Cr1,800

AMMO STATISTICS

TL
Mag
Size Round Sig Recoil

Dgr
Spc Wt Price

¡ 5 10 rnds fire hi med 3 15 kg Cr500
high sig=lots of light and noise generated; easy to spot when fired
med recoil=causes disorientation if fired in a zero-G environment

AMMO USAGE RECORD (OPTIONAL)
Each square represents 1 round

Tech level 5 version illustrated

¡ TL5:

CUSTOMISING NOTES:

DESCRIPTION The concept of a flammable liquid projector dates back to TL 3 in some cases, but is not
developed to a practical stage until TL 5. It consists of a backpack containing a canister of
flammable liquid such as refined petroleum (often with additives) with a canister of pressurised
inert gas as the propellant, attached to a hose-end projector assembly with an igniter at the tip.
The range is not significant, but at a TL where all vehicles consume outside oxygen and no-one
wears environmentally-sealed suits, the havoc such a weapon wreaks is barely imaginable. The
closest high-tech equivalent is a PGMP-series weapon.

A flamethrower shot fills the target squares with burning fuel, which ignores any unsealed armour
for damage purposes. Everything in the target area takes damage each round it remains in the
area. Any object directly targeted is covered in burning fuel and continues to take damage even if
it leaves the target area. An aimed shot can splatter flaming fuel through vision slots and other
unsealed apertures, and will cause internal combustion engines to shut down immediately if hit,
regardless of armour rating.

The flamethrower is heavy and bulky, and the backpack is unarmoured, making the wearer
vulnerable to a fiery death if a bullet passing through the unit generates any sparks. If the wearer
is hit by a weapon such as a slug thrower, energy weapon, explosive round, etc, roll on the
vehicle hit location table. If the result is "device" or "weapon" (or "ammunition" on advanced hit
location tables), the flamethrower is hit. Roll 2D; if the result is greater than (14 - damage rating of
weapon hit), then the flamethrower fails catastrophically (explodes, targeting its own location, and
covering its wearer in burning fuel).

TASK LIBRARY
(USAGE) Type Round

Aim
DM

Max
Range

C*
<1m
(1D)

S*
<3m
(2D)

M*
<45m
(3D)

L*
<300m
(4D)

VL*
<600m
(5D)

D*
<1.5km

(6D)

VD*
<3km
(7D)

SR*
<50km
(8D)

Auto
Tgts**

Dngr
Spc

Hit
Dmg

TL5 fire +2 50m --- --- --- --- --- --- --- --- --- 3 10D
*Flamethrowers have no "penetration"; see Description for damage effects.

To repair a damaged flamethrower:
[varies], Mechanical, DEX, [varies]

Referee: Difficulty depends on the damage level: use the standard damage and repair guidelines.
Time increments for shop repair are as follows:

superficial damage.... 3 min
minor damage.......... 10 min
major damage.......... 3 hrs
destroyed................. 6 hrs

TASK LIBRARY
(REPAIR)

For field repair, double the time increment, in addition to other standard increases.
Stats and description of the Flamethrower    are taken from:

BRINES, Michael, "Mercenary Supermart", Challenge 68,   GDW, Bloomington, IL, USA, 1993, p 20; and
PORTER, Greg, Emperor's Arsenal ,   Imperium Games, Beverly Hills, CA, USA, 1997, p 31.


